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摘要 
  I 
摘要 
电子商务，已经逐渐成为很多企业与商家的重要销售方式。随着网络技术和
信息化的发展，动漫产业也不断发展起来，如今，动漫产业电子商务基础设施得
到全面升级，除此之外，物流平台也在不断完善，使电子商务发展的环境得到了
保障。由于互联网的普及，消费者不再依附于传统的经济，人们对个性化的商品
以及个性化的信息有着强烈的需求，为满足人们的需求，动漫产业将提供个性化
需求定制，这也是动漫产业重要的发展方向，即将个人的偏好与个性融入到动漫
产业中。 
本文主要介绍了一个动漫电商服务平台的设计与实现，将传统的动漫产业与
当前深受消费者青睐的电子商务系统结合起来，使动漫产业能够更好的发展。本
文先介绍了目前动漫电商服务平台的研究背景与意义，又介绍了本系统所用的相
关技术，包括软件体系结构、UML 语言以及 J2EE；然后分析了系统的需求，对
系统的可行性、不同角色的需求、系统的功能需求以及系统的安全需求做了详细
的分析；本文对系统进行了详细的设计，包括总体的架构设计、逻辑结构设计、
各个功能模块的设计以及数据库的设计。本文所设计的动漫电商服务平台主要包
括注册登录模块、动漫定制模块、动漫成品销售模块、动漫文娱服务模块、订单
管理模块、售后处理模块以及系统管理模块。最后介绍了本系统的实现，展示了
各个模块的功能。 
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Abstract 
E-commerce has gradually become an important way for many enterprises and 
businesses. Along with the development of network technology and information 
technology, animation industry has developed, animation industry e-commerce 
infrastructure get comprehensive upgrade, in addition, logistics platform also is 
ceaseless and perfect, the development of electronic commerce environment is 
guaranteed. Due to the popularity of the Internet, consumers are no longer attached to 
the traditional economy, people of personalized products and personalized 
information has a strong demand, to meet people's needs, the animation industry will 
provide tailored to individual needs, which is animation industry an important 
development to is personal preferences and personality into the animation industry. 
This dissertation mainly introduces the design and implementation of a Cartoon 
e-commerce platform for service, the traditional animation industry and current by 
consumers of electronic commerce system together, so that the animation industry to 
better development. Firstly, this dissertation introduces the current animation industry 
commerce system research background and significance, and introduced the related 
technology used in the system, software architecture, UML and J2EE are introduced 
in detail; then analysis the system demand, the feasibility of the system and the 
different roles of demand, system functional requirements and system security 
requirements made detailed analysis. In this dissertation, the system were detailed 
design, including the overall architecture design, logic structure design, each 
functional module design and database design. The platform is designed in this 
dissertation mainly includes the registration and login module, animation module, 
custom animation product sales module, animation entertainment service module, 
order management module, customer service processing module and system 
management module. Finally, the dissertation introduces the the system, shows the 
function of each module. 
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